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TIC-TAC-TILES! 

You've  selected  your  level,  and  now  Ihe  colored  tiles  start 
to  tumble  down  Ihe  ramp.  You  zoom  your  paddle  back 

create  rows  of  same  colored  tiles  The  rows  can  be  verti- 
cal. horizontal,  or  diagonal,  and  three  or  more  tiles  in  a 

Sounds  easy.  right'Z  it  is.  until  Ihe  tiles  speed  up  and 
tumble  down  the  ramp  so  fast  you  can  barely  keep  up' 
Faster  and  faster,  your  paddle  becomes  a blur  as  you 
struggle  to  keep  up  with  Ihe  pace  Will  you  hear  Ihe  wild 
cheers  and  applause  as  you  ace  the  wave  or  will  you 
cringe  under  Ihe  disappointed  groans  of  the  Kla*  audi- 
ence when  you  lose"’  Either  way.  you'll  fihd  yourself 
quickly  addicted  to  the  good  klean  lun  of  lic-lac-KLAX' 


GETTING  STARTED 

Klax  IS  a fast-paced  game  of  conoentration.  skill,  and 
chance.  Follow  Ihe  steps  listed  below  to  start  the  game. 

1 . With  your  Lynx  system  switched  off.  insert  Ihe  game 


4.  A wave  js  a game  level  The  higher  the  wave  number. 
Ihe  more  dillicull  the  wave  obieclive  To  select  a wave, 
press  Ihe  loypad  until  Ihe  desired  wave  highlights. 
Press  A or  B to  begih  play. 

To  enhance  play.  Ihe  following  optional  game  controls 
allow  you  to  modify  Ihe  display,  and  pause  and  restart  Ihe 

• To  flip  Ihe  screen  180  degrees  and  reverse  Ihe  controls, 
press  OPTION  2 and  pause  at  Ihe  same  time 

• To  pause  Ihe  game  press  PAUSE  Repeal  to  resume 
play. 

• To  return  lo  Ihe  title  screen  press  option  i and  pause 

• To  display  Ihe  current  high  score  during  the  game,  hold 
down  OPTION  I 


PLAYING  THE  GAME 

The  object  of  Ihe  game  is  lo  accurately  place  colored  tiles 
that  tumble  faster  and  faster  down  Ihe  ramp  To  earn  points 
and  to  progress  from  level  to  level,  you  must  place  the  tiles 
in  vertical,  horizontal,  or  diagonal  patterns  called  Klaxs 
Three  or  more  same  colored  tiles  in  a row  is  a Klax 

The  colored  liles  advance  down  the  lamp  toward  a paddle 
that  you  control  with  Ihe  joypad  You  musi  move  Ihe  pad- 
dle back  ahd  forth  in  the  paddle  slide  to  catch  Ihe  tumbling 
tiles  as  they  arrive  al  the  bottom  of  the  ramp  Move  Ihe 
paddle  by  pressing  right  or  left  on  the  loypad  The  tiles  fall 
onto  the  paddle  You  can  stack  a maximum  of  live  liles  on 
your  paddle  at  a lime 

To  form  Klaxs  you  must  Hip  tiles  into  five  bins  below  the 
paddle  slide  To  flip  a tile  from  the  paddle  into  a bin.  posi- 
tion Ihe  paddle  over  the  desired  bin  and  press  A or  b The 
lop  tile  Oh  your  paddle  flips  inip  Ihe  bin 

Each  lime  you  make  a Klax  the  entire  Klax  highlights  and 
disappears  irom  Ihe  bins  That  gives  you  more  room  to 
place  mpre  tiles  You  receive  points  lor  every  Klax  you 


complele  If  you  plan  ahead  and  create  more  complex 
Klaxs,  you  earn  more  points  You  also  receive  points  lor 
empty  spaces  left  in  the  bins  and  lor  any  liles  left  on  the 
ramp  when  you  complete  a wave 

Use  wild  tiles  (which  count  as  any  color)  to  complele 
especially  complex  Klaxs  Wild  liles  display  multiple  colors 
in  turn  as  Ihey  tumble  down  the  ramp 


Ihe  joypad  to  increase  th 


If  you  don  t wani  a particular  llle  on  your  paddle  anymore, 
but  you  are  not  ready  to  place  it  into  a bin.  press  up  on  the 
loypad  lo  Ilio  the  top  tile  back  up  the  ramp  Bui  be  careful' 
You  don'l  want  loo  many  liles  on  the  ramp  at  one  time  If 
your  paddle  is  lull,  or  you  don't  gel  to  a tile  in  lime.  Ihe  tile 
falls  into  the  deadly  drop  zone  alter  uttering  an  excruciat- 
ing cry  You  don't  want  lhal  on  your  conscience,  do  you"’ 
And  it  loo  many  tiles  fall  into  the  drop  zone  abyss,  it's  the 

Each  ol  the  100  Klax  waves  has  an  objective  The  objec- 
tive is  displayed  belore  you  begin  each  level  On  some 
waves  you  must  achieve  a certain  number  of  horizonlal. 
vertical  or  diagonal  Klaxs  Some  waves  require  you  to 
survive  a number  of  liles  any  way  you  can.  placing  the 
tiles  quickly  to  make  Klaxs  and  treeing  up  space  in  the 
bins  for  the  tumbling  tiles  Slill  other  waves  require  you  to 
earn  a certain  number  ol  points 


Tiles  move  taster  and  faster  and  you  become  more  and 
more  frantic  lo  place  them  belore  they  fall  into  the  drop 
zone.  The  game  ends  if  you  fill  up  all  25  spaces  in  Ihe 
bins  before  you  have  completed  Ihe  level  objeclive 

If  you  fail  lo  successfully  complele  a wave,  you  will  be 
given  Ihe  choice  ol  continuing  or  starling  over  Slarlmg 
over  returns  you  lo  Ihe  credits  screen  Continuing  allows 
you  lo  try  the  level  again  Use  Ihe  up  and  down  joypad  lo 
move  the  arrow  next  lo  your  selection,  and  press  A or  B 


SCREEN 


Score  - your  current 


: current 


■ number  of  drops ' 


all  empty  spaces 


II  you  successfully  complete  a wave  with  some  of 
the  Drop  Meter  slots  lilled,  these  slots  remain  filled 
when  you  begin  Ihe  next  wave. 

Paddle  - moves  from  side  lo  side  in  the  paddle  slide 
and  flips  tiles  into  the  bins  or  back  up  the  ramp. 

Tile  Ramp  - Ihe  ramp  down  which  Ihe  tiles  tumble. 

Loading  Bins  - receive  the  tiles  flipped  from  Ihe 
paddle. 

Wave  Objective  Status  - the  number  of  Klaxs. 
tiles,  or  points  needed  to  complete  Ihe  wave. 


WAVES 


A wave  IS  a level  to  be  completed.  Every  wave  has  its  own 
wave  objective  that  you  must  complete  to  progress  lo  Ihe 
next  wave  Some  waves  are  warp  waves  When  you  reach 
a warp  wave,  the  Wave  Seleclion  screen  displays  From 
Ihe  Wave  Selection  screen  you  can  choose  lo  either  con- 
tinue with  the  next  wave,  or  warp  ahead  to  a higher  wave 


Wave  Selection  Screen 

Before  you  begin  a warp  wave  Ihe  Wave  Selection  screen 
appears  and  allows  you  lo  choose  between  lout  wave 
levels.  Three  of  the  choices  are  higher  wave  levels  lhan 
Ihe  level  just  completed  The  fourth  wave  level  choice  will 
be  the  highest  wave  level  completed  during  the  current 
play  session 


Wave  Objectives 

There  are  live  types  of  wave  objectives,  each  more 
difficult  to  achieve  as  you  progress  to  higher  wave  levels. 
On  some  waves  the  tiles  tumble  down  the  ramp  more 
quickly.  On  others  there  are  more  tile  colors  (up  lo  a 
maximum  of  len  different  colors)  And  on  higher  wave 
levels  you  must  create  a greater  number  of  Klaxs  to 
achieve  your  objective  For  example,  a Max  Wave 
requires  you  to  create  a number  ol  Klaxs  to  complete  the 
wave.  You  need  to  create  3 Klaxs  lo  win  the  level  1 Klax 
Wave,  but  the  level  5 Klax  Wave  requires  10  Klaxs  lo  win 
Another  way  waves  become  more  difficult  is  an  increase 
in  the  number  ol  tiles  on  the  ramp  at  one  lime 

You  receive  points  for  every  Klax  you  create,  no  matter 
what  the  wave  objective  is.  But  only  those  Klaxs  that  match 
the  wave  objective  will  count  toward  completing  fhe  wave 

The  following  is  a list  of  all  wave  types; 

Klax  Wave  requires  a number  ol  Klaxs  lo  complete 

wave  objective  Four  and  five  tile  Klaxs  always  count 
as  more  than  one  Klax  See  scoring 

Diagonal  Wave  requires  a number  of  diagonal 
Klaxs  lo  complete  the  wave  objective  The  more 
complex  Ihe  diagonal  the  greater  the  number  ot 


Horizontal  Wave  requires  a number  ol  horizontal 
Klaxs  lo  complete  the  wave  objective 

Points  Wave  requires  a number  of  poinls  to  be 
earned  lo  complete  Ihe  wave  objective.  You  can 
create  any  type  ol  Klaxs  lo  earn  points,  but  only  Ihe 
more  complex  Klaxs  will  earn  points  last  enough  lor 
you  to  successfully  complete  Ihe  wave 

Tile  Wave  requires  you  to  survive  a number  of  tiles 
Every  llle  that  either  lands  on  your  paddle  or  falls  off 
Ihe  end  ol  a ramp  counts  as  one  tile  But  if  you  want 


to  meet  your  wave  objective,  you  must  create  Klaxs 
to  tree  up  bin  space  to  place  mote  tiles.  Vou  can 
place  the  tiles  in  any  type  cl  Klax.  but  you  will  prob- 
ably wart  lo  keep  It  simple  when  Ihe  tiles  start 
tumbling  down  the  tamp  more  quickly. 


STRATEGY 

Try  for  complex  Klaxs  oh  lower  level  waves  to  increase 
your  score.  Go  for  chain  reactions  and  simultaneous 


Don't  throw  too  many  Wes  back  up  onto  the  ramp.  You 
can  get  inlo  trouble  very  qurcklyi 

Try  lor  more  complex  Klaxs  on  Points  Waves.  Gel  the  big 
pomls  quickly-you  probably  will  not  be  able  lo  complete 
Ihe  level  with  simple,  vertical  Klaxs. 

Sometimes  simple  Klaxs  work  best  Don't  get  cocky  on  a 
high  level  Tile  Wave,  or  you  will  end  up  with  live  full  bins 
and  a bunch  ol  tiles  with  nowhere  lo  go. 

Use  wild  tiles  to  complete  multiple  Klaxs 


SCORING 

During  game  play  you  receive  points  for  the  Klaxs  you 
create  When  you  complete  a wave  any  ol  the  lollowing 
bonus  points  earned  will  be  added  to  your  score  points 
lor  the  empty  spaces  letl  in  the  loading  bins,  all  tiles  left 
on  the  ramp  when  you  complete  a wave,  and  any  warp 
bonus  points  that  apply  to  the  wave 

Sometimes  placing  a tile  will  result  in  a multiple  Klax  For 
example,  you  oouid  complete  both  a vertical  and  a diagonal 
Klax  with  the  placement  ol  a single  key  tile  II  this  occurs, 
you  receive  multiple  Klax  bonus  pomls  in  addition  to  the 
points  lor  each  Klax  Multiple  Klaxs  are  also  worlh  mote 
ihan  one  Klax  towards  the  completion  ol  certain  waves 


Klax  Points 

Klax  Type  Points  Klax  Credit 

Vertical 

3 liles  50  pis  1 Klax 

dliles  10.000  pis  2Klax5 

Stiles  IS.OOOpIs  3 Klaxs 

Horizontal 

Stiles  1,000  pts  1 Klax 

4 tiles  5.000  pts  2 Klaxs 

Stiles  10,000  pts  3 Klaxs 

Diagonal 

3 liles  5.000  pis  1 Klax 

Allies  10.000  pis  2 Klaxs 

5 liles  20.000  pis  3 Klaxs 


To  create  a four  Ilia  vertical  Klax.  place  Iwo  liles  of  the 
same  color  in  one  bin.  Then  place  a tile  of  a second  color 
in  that  same  bln.  and  linally  Iwo  more  of  the  first  color. 
Mow  make  the  middle  tile  disappear  by  Involving  it  in  a 
horizontal  or  diagonal  klax. 

You  can  also  create  a lour  tile  vertical  Klax  by  slacking 
tiles  very  quickly  while  another  Klax  is  being  scored. 
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